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But for the greater majority 
of us, there needs to be some 
prep work and thought... 


C haracter Creation is 


always a labor of love. It takes 
aconsiderable amount of 
time and energy, not to 
mention skill, to create 
something as complex as a 
believable character. Now 
some artists can get 
something of a head start 
because of their ability to 
jump right in and start 
modeling. 


But for the greater majority of 
us, there needs to be some 
prep work and thought 
involved before we even get 
to the modeling stage. 


This stage more often than 
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not, involves Concept Art. 
Concept Art can be hand or 
digitally drawn or even be sort 
of a digital collage created 
from photo references. Any 
way you do it, the end result 
gives you a reference to Start 
the modeling process. 


Concept Art, in and of itself, is 
often a whole project all its 
own. Which is why many of us 
bookmark sites and artists 
that offer Concept Art for us to 
base our models on. But even 
with the large amount of 
Concept Art available for us to 
use, it never hurts to attempt 
to learn at least the basics of 
drawing or creating our own 
character concepts. 


In this issue we are going to 
look at the Concept stage of 
character creation and give 
you some ideas and 
suggestions to improve your 
ability to create your own 
Character Concept Art. 


So go grab a cup of your 
favorite beverage and let us 
inspire you e 
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A. artists we quite often find ourselves inspired 
by the work of others. Since we spend so much time 
thinking about and creating art, it is a natural 
tendency for us to look at what others are doing and 
see how it compares with our work as well as what 
we might possibly learn from them. Then there are 
also those days when our personal creative muse 
goes on vacation leaving us with creative blocks and 
we need a little push to knock loose a few ideas of 
our own. 


That is when having a collection of work by artists that 
inspire is so helpful. Once upon a time, artists used to 
keep what is called a “Morgue”. Gruesome as it sounds, 
it referred to a collection of clippings, images etc that 
you could pull out when need to jump start your 
imagination. 


With the explosion of digital options, the old file drawer 
“Morgues' have been phased out and replaced with a 
number of methods for pretty much the same thing. 
Some of us have a folder of inspiring images, some have 
bookmark systems and some just frequent specific 
sites when they need a little inspiration. 
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At some point | have done 
all of the above, with my 
latest method being to use 
Pinterest. For those of you 
not familiar with Pinterest, 
it is an image based site 
where you can “pin” images 
that inspire or intrigue you. 
You can create different 
boards to organize your 
images. In addition to 
“pinning” images that 
interest you, you can also 
look and see what others 
are “pinning”. Ina way Pinterest somewhat reminds me 
of “mood boards”. 


Things | love 


Edit 


Pinterest hasn't been around for all that long, but many 
users are already “pinning” images that are seriously 
useful for an artist needing a little inspiration. Pop ina 
few search words and you will be presented with 
everything from completed works of art to reference 
images. You can even find concept art not only of 
original characters, but of popular and classic 
characters as well. 


Now Pinterest isn't for everyone and you could spend a 
ridiculous amount of time there looking at all the 
different images that have been pinned, but it is a 
rather handy way to keep all your inspiring images in 
one placee 
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Krzysztof Bozalek 
Contributing Author 


LETS START 


First change | would like to mention is the bridge loop 
tool. Since it was released the tool was restricted to 
bridge to edge loops at the same vertex count. Now In 
the latest build you can easily bridge any two edges. 


There is one thing you need to consider. The most 
even result that you can get is when you set the edges WIREFRAME NODE 


as parallel as you can, otherwise, the result can be 
unexpected. The other thing | would like to share with you is the 


Wireframe node for the Cycles render engine. The 
node is easy based on the mix node. 





In the tutorial I’ve used the Transparent and Emission 
shaders and mix them based on the factor pulled out 
from the wireframe node. 





You can set the edges just for bridging and then 
change the position of the edge in the mesh. 
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Changing value on the transparent shader, from white 
to black you can determine how the mesh can be 
rendered. 


SE 









White = Transparent 


Here you have different background used to show 
how the transparent shader works. 


Black = Solid Thank you. 


The wireframe node can be used to control the Have fun e 
thickness of the wire 
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UV PIN QUICK TUTORIAL 


Here is one mini tutorial for you. 


Krzysztof Bozalek You could select a whole loop edge and delete it, but 
Contributing Author when you unwrap the model again you can see the 
position of the UV elements has changed, ruining 
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Have you ever finished a model, unwrapped it and 
then spent 2 hours painting the texture, only to 
discover that your project has too many vertices? 
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But there is simple way to save you some time. 
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Just go to the VU editor select all vertices and press P 
a a oe ja for pin. 
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UV PIN: QUICK TUTORIAL 
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Now you can change the topology of the model and 
you don't have to paint everything from the beginninge 
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EXPLORING ART AND BLENDERHEADS 


Osman Enrique Acasio 
Contributing Author 


INTRODUCTION 


Digital modeling refers to the process of creating a 
mathematical representation of a three-dimensional 
shape of an object. The result of this creation is what 
the industry calls a 3D model or 3D mesh. 


The present article seeks to show the stages carried 
out for the creation of a 3D mesh of a comic book 
character, showing graphic sketches as reference. 


THE CHALLENGE. 


There are only a few days left to the deadline for 
submission of articles in the next edition of 
BlenderArt magazine. | want to see if | can finisha 
project in time for submission. 


EXPLORING IDEAS 


The topic to try in the present edition is: “From 
concept to character”. To design characters for 3D 
modeling and setting them in a scene. The first thing 
that | looked at for inspiration is in comics. 


As a boy | grew up reading many comic books. | will 
begin my new project by basing it on the art of the 
comics and try to model a comic character in 3D. 
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FINDING THE CHARACTER 


In Venezuela a comic culture exists, and most of them 
are consumers of foreign products. Nevertheless, 
there exist artists that draws original characters with 
our idiosyncrasies and adapted to our latitudes. 


Some examples include, Captain Guayana (1971) by 
Julio Lopez (aka hallaco), The Patriot (1991) by Omar 
Cruz or Maria Lionza (2000) by Edixon Rodriguez. | 
chose to model Mr. Cruz’s character, The Patriot ina 
cartoon version drawn by me. 


BRIEF REFERENCE ON THE PATRIOT 


El patriota (The patriot) is a comic book character 
that took life from artist Omar Cruz's ink in the year 
of 1991. Restricted to the printed means, it was 
published in the newspaper El correo del Orinoco 
(The mail of the Orinoco) in the year of 2000. 


MAKING OF 


MAKING OF: EL PATRIOTA 





The aesthetics of the 2) Vg 
character are strongly 

influenced by American 
comics. 


REFERENCE DRAWINGS 


| made the sketches that 
will serve me as reference, 
basing it on Omar Cruz's 
character. 


MODELING SIMPLE 


After | am done sketching out my ideas, | start to 
model the character. For the Patriot’s head, | used the 
poly-by-poly technique. To respect the proportions of 








use the drawings of reference of the head (Front and 
Side) to place the vertices in their corresponding 
place. | used the box modeling technique to construct 
the body. 


ADDING DETAILS. 


| modeled the distinctive accessories that identify the 
superhero: The belt with the buckle, the buckles of 
their boots and the three tapes of colors that fly in the 
wind behind the mask. 


MATERIAL AND TEXTURE 


For this project | used a material shader for the 
character's texturing. | only used a UV texture map 
for the shirt which was made in GIMP by painting the 
eight stars that the hero has on his chest. | applied it 
to the 3D mesh by means of a simple projection of 





view. 
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LIGHTING CHARACTER THE FINAL IMAGE 


| use one point lamp and two area lamps to illuminate 
the scene. The set-up is simple, with one of the latter 
serving as the ambient light with a blue color and 


Resulting final image of the nodal composition. 


another as the back light. CONCLUSION 
Mostly | used Blender to create 3D meshes of 
RENDERING industrial designs and mechanical pieces from CAD 


drawings. As well as using it for CAD, | also find it 
interesting to model 3D cartoon characters from 2D 
drawings e 


| make three render passes: Ambient Occlusion (AO) 
and two raw render. 


COMPOSITION 


| played with the nodal composition for giving the 
cartoon look to final image. 
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EVERYDAY BLENDEING FORALL OF US 


Sandra Gilbert 


Contributing Author 


S.. days you have an itch to create, but no real 
idea on what you want to create. In those cases, 
traditional Concept Art is not very effective. You kind 
of need an idea, even if it is a vague one, before you 
can actually draw something. 


Or you can ditch the pencil and just jump into blender 
and sculpt your way to creative bliss. Blender's sculpt 
tools make it easy to tap into your creative inner child 
and create “happy accidents” that you then can 
retopologize into a nice clean model. 


So how do you get started on this creative fun time? 
You can just add a sphere or a subdivided cube and 
start sculpting. | have seen many amazing sculpts that 
were started exactly this way, but this is a method 
that doesn't always work well for me. Starting froma 
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sphere or cube is just a little too vague for my creative 
process. | like a bit more direction before | start. 
Which makes the Skin Modifier my new best friend. 


The Skin Modifier allows you to extrude out a very 
basic shape of vertices (think stick figure) and when 
you add the modifier it provides a mesh over them. 
Yep and it still looks like a stick figure. But now you 
can do a fair bit of adjusting of vertices by selecting a 
vertex and hitting Control + A. 


Here are a couple of tutorials that show how to best 
utilize the Skin Modifier. The Sci-Fi Weapon tutorial 
shows that the Skin Modifier is not limited to 
character or even organic models and shows that with 
alittle imagination, you can use the Skin Modifier to 
create a base for just about anything you can think of. 


Sculpting a Sci-Fi Weapon 
Tutorial: Skin Modifier in Blender 2.64 
Introduction to Character Modeling in Blender 


Once you have a basic shape that appeals to you, 
apply the modifier, do a little clean up if wanted or 
needed and jump to sculpt mode. Now the fun can 
begin and hopefully a few “happy accidents” e 
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EVERYDAY BLENDEING FORALL OF US 


Sandra Gilbert 


Contributing Author 


B ack when | started using Blender, the number of 
character modeling tutorials was small. In fact only 
one actually comes to mind, the famous Joan of Arc 
tutorial. While not written for Blender specifically, it 
was used by a great many of us to learn how to model 
characters. You had to be a little determined and be 
able to translate what was shown into how Blender 
did things, but that was what we had. 


Over the years as the Blender community grew, more 
character modeling tutorials appeared. At this point, 
there are numerous tutorials to choose from, both in 
written and video format. If all you want to do is learn 
to model characters, you are all set. 
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FROM CONCEPT TO CHARACTER 


If on the other hand, you are interested in learning to 
go from Concept to fully modeled Character, there 
are still not many options available. 


Realizing that a growing number of artists were 
indeed interested in seeing the entire process, the 
crew at CG Cookie jumped in to create a new type of 
tutorial course. Starting with the concept and design 
phase of a project, they take you through the entire 
process for production. 


They have only done a few so far, but being able to see 
the entire process has, in my opinion been extremely 
valuable. While | am not yet skilled enough to draw 
the concept art, seeing it produced does give 
additional insight into things you would want to 
consider when modeling. 


Their latest course, Piero, shows the full process from 
Tim drawing the concept art to Kent not only 
modeling Piero, but texturing, rigging and animating 
him as well. Access to these new courses does require 
a citizen membership, but the cost of doing so is far, 
far less than a training dvd, other online courses or 
traditional university courses. 


Courses like this are a welcome addition to the 
Blender knowledge base and | hope to see far more of 
them in the future, not only from the Cookie crew, but 
from the community at large. 


If you haven't checked out the Piero course, | 
encourage you to do so. It is a very comprehensive 
course with hours of instruction and gives an 
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excellent look into a full production process 
Piero 
Concept Art Course (8 lessons) 


Creating Piero - Complete Production Course (47 
lessons) e 
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Sandra Gilbert 


Contributing Author 


W aes: it comes to drawing, I'm guessing that not 
all of us are Michelangelo caliber artists. But artistic 
vision aside, drawing is one of those skills that with a 
bit of instruction and a lot of practice can be learned. 
Or at the very least improved to the point of being 
useful enough to let us create a bit of Concept Art for 
ourselves. 


Add in the fact that there is a wealth of online 
education that we can take advantage of, there is no 
real excuse to not at least give it a shot. 


Here are a couple of my favorite sites to visit for 
drawing instruction. All of them have both free 
content as well as some premium “for pay” content. 
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Concept Cookie: Part of the CG Cookie network, 
Concept Cookie is run by Tim Von Rueden, a talented 
Concept Artist. Concept Cookie has tutorials ona 
wide range of Art concepts and techniques, and while 
Concept Cookie concentrates on the use of a graphics 
tablet, a lot of the concepts can be applied to old 
fashioned pencil and paper drawing as well. 


The Structure of Man: This course, as well as several 
others offered on the site, were developed by Riven 
Phoenix, a well known instructor of figure drawing 
videos. He breaks down figure drawing in such a way 
that anyone can learn to do it. While the course is not 
free, the first 19 lessons are offered for free. Which 
gives you a good sample of his teaching methods so 
that you can judge if it is right for you. 


Proko.com: Proko offers a variety of figure drawing 
videos for you to choose from as well as some 
additional premium content. 


These sites are but a few of the sites available. There 
are numerous sites that cater to different styles of 
drawing and subject matter, as well as different 
teaching styles. A quick search on either YouTube, 
Vimeo or Google is bound to find the perfect course 
for you. 


Once you have practiced the lessons, more practice 
will of course be needed. There is no such thing as too 
much practice. So how do you go about practicing? 
Well that will depend greatly on what you want to 
draw. For figure drawing, nothing beats going to one 
of those life drawing sessions with the live model. 
Only problem with that is that not all of us have the 
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time to attend one of those classes and some of us 
might be prone to the giggles. Okay, | would be prone 
to the giggles. :P 


But not to worry, just like most things in life there is 
an app for that. In fact, there are a number of apps 
that you can use as reference to improve your figure 
drawing skills. Of the apps | have found, they seem to 
fall into one of two categories. The first category lets 
you pose a male or female model as well as rotate and 
zoom in for an infinite variety of poses and looks to 
draw. The second category doesn't let you pose the 
model, but you can rotate and zoom in on set number 
of poses, most of which are standard poses that you 
would probably would have seen in a live model class. 


The main appeal of these apps is that you can use 
these at any time that you have a minute to practice. 


POSEABLE FIGURE APPS: 


Pose 3D Tool: The Pose Tool 3D was designed by the 
Artist Riven Phoenix author of the figure drawing 
course 'The Structure of Man HD‘. The app allows you 
to fully pose either a male or female and even allows 
you to choose from several different body types. You 
can rotate and zoom in on the model as well as save 
and reload saved poses. 


Manga Pose 3D Tool: Like the Pose 3D Tool, The 
Manga Pose 3D Tool allows you to pose either a male 
or female figure as well as rotate and zoom in on the 
model and save and reload saved poses. 


FIXED POSE FIGURE APPS: 


Mara3D Anatomy Apps: Mara 3D has a nice set of 
anatomy apps, all the anatomy apps allow rotation for 
unlimited viewing angles, multiple levels of detail and 
areal-time dynamic lighting system 


MARA3D Human Anatomy Lite : male and female 
models, Only one pose, but a very nice muscle map. 


MARASD Male Anatomy : 6 male 3D models (Skinny, 
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Normal, Muscled plus 3 additional poses) 


MARASD Female Anatomy : 6 female 3D models (4 
standard pose, 2 artistic poses) 


MARASD Classic Sculptures : 4 Classic Sculpture 3D 
models (Farnese Hercules, Venus Callipyge, 
Capitoline Venus, Apollo Belvedere) 


Uptown Arts : Has a fun set of anatomy apps. They all 
come with a nice variety of poses for you to use for 
drawing reference. You can rotate them 360 degrees 
and zoom in for a more detailed view. 


360° Anatomy for Artists (9 poses) 
360° Anatomy for Artists: Male (9 poses) 
Anatomy for Artists: Ballet (11 poses) 


360° Model Poses: Pin-up Girl (18 poses) 


MISCELLANEOUS ANATOMY REFERENCE APPS: 


MARASD Facial Expressions: While this app is not a 
full human model, you are given a head that features 
customizable facial expressions, with full emotion and 
viseme set, pinch, zoom and orbit including 2 texture 
modes. There is also a lite version of this app that you 
can test for free. 


Handy Art Reference Tool : realistic male and female 
hand models in a number of natural and useful poses 
for reference. Rotatable 3 point lighting rig. 


Okay, so now you are all set to dive into creating your 
own Concept Art. With a bit of practice you might just 
surprise yourself and draw something awesome. As 
for me, | am proud to say, | can now draw an 
absolutely amazing stick figure. :P 


Obviously more practice is in my future e 
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